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From The Editorial Staff 
Hello everyone and welcome to the 
SMITE Official Magazine. If this is your 
first time reading, a double welcome to 
you! The SMITE Official Magazine is a 
community project turned Official Hi-Rez 


OFFIGIAL MAGAZINE 


product. All the content you see here is 
created by people that love the game 

and are members of the community the 
same as you. As you might have guessed, 
#20 means there are 19 other issues to 
browse through, and | invite you to do 

so at www.gameonmag.com/smite. 


First of all, our sincerest apologies for 
not having an issue of the magazine in 
November. As you all probably know; the 
SWC is coming and with that a special 
edition of the SMITE Official Magazine! 
This printed piece of glory consumed so 
much of our time we simply couldn't find 
the time to get an issue out in November. 


But fear not! This December issue Is 
bigger than any of the issues in the past 
couple of months! Besides the usual 
content, like Against the Grain and Tying 
the Connections, we also have a SMITE- 
ified version of A Christmas Carol and 
we were able to get a hold of a few of the 
letters the gods sent to Santa this year. 


For the newer players we also feature 
another SMITE 101, taking a deeper 
look into the items available in the 
game and how to use them. 


So sit back, digest the overkill of food and 


enjoy some post Christmas glee with this 
issue of the SMITE Official Magazine! 


Steve Greenfield Jorg van der Velden 


/GameOnMagazine 


Managing Director Editor 
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GODDESS RE-ENVISIONED: 
WARRIOR SCYLLA 


1 
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By Jorg van der Velden ~~~ 


In issue number 16 we tied the connections between Scylla’s lore 
and her abilities in game. One of the things that really stood out was 
that there are two ‘origin stories’ for her and it was clear which one 
Hi-Rez chose to base the character on. After that | started wondering 
how Scylla would've turned out if she was based of of her being a 
Nereid turned monster instead of being born a monster. If you're just 
a curious as | am, keep reading a Goddess Re-Envisioned: Scylla! 
n case you haven't read that particular Tying the 
| Connections, let’s recap her lore first. Scylla’s tale Is 
riddled with themes that seem to drown Greek mythology: 
desire, jealousy and spite. The most accepted version of 
her legend has Scylla born as a beautiful sea nymph, or 
Nereid, that was besieged with many suitors. She turned 
all of them down, as none of them spiked her interest 
enough, and she decided to remain with the other Nereids. 
Glaucus was one of those suitors, falling in love 


with Scylla the moment he laid his eyes upon her. But 


_ he wasn’t a normal human anymore, as his lower body 


changed into a fishtail after chewing on a plant. Scylla, 
horrified by his appearance, mistook him for a monster 
and fled, leaving the heartbroken Glaucus behind. 
Glaucus was not one to give up so easily: he was so 
smitten with Scylla that he went to the witch Circe for a 
magical potion that would earn him the Nereid’s affection. 
But it wouldn't be a Greek myth if there wasn’t a love 
triangle involved, and in this case Circe fell in love with 
Glaucus as hard as he fell in love with Scylla. She tried 
her hardest to get his heart off of the Sea Nymph and 
into her hands, but Glaucus could only think of Scylla. 
This is where we touch upon the jealousy and spite, 
as Circe could not stand having the man she loves love 
someone else. Ina fit of jealous rage Circe poisoned the 


waters Scylla used to bathe. Upon entering the waters 
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Name Type Description 


Grudge Passive Despising her lot in life, Scylla is especially spiteful 
towards others. Every time an enemy god hits her with an 
attack or ability she gains 2% extra damage on her basic 
attacks for a short amount of time. This stacks up to 5 times. 


Hungry Hounds Active 1 The six hound heads around her waist lash out in 
an area around Scylla, damaging the six closest targets 
and healing her a small amount for each enemy hit. 

Allure of the Nereid Active 2 Drawing on her origin as a sea nymph she forces a 
target opponent to focus on just her upper body, which is still 
that of a beautiful nereid, taunting them for a short time. 
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Hunting Active 3 Scylla uses her legs turned tentacles to leap towards 
\ 

the targeted enemy, latching on and stunning them for a | 

i 

N 

short time, dealing damage every half second. If no enemy is 

; 5 ‘ 

targeted she instead dashes backwards, using the power of i 

those tentacles to put distance between her and the enemy. 

: : : : \ 
Charybdis Ultimate Scylla calls upon the legendary whirlpool Charybdis, 
: : : ‘ \ 

pulling him onto the battlefield. Those caught in the area i 

are caught in the powerful currents and drawn to the center 

N 

while being crippled, taking damage every half second. The 

? F ‘ 

damage increases the closer the enemies are to the center. 

\ 
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Scylla changed into the monstrous form she’s known — meant certain doom for your ship, as the whirling 
for: the head and torso of a woman, six baying dogs waters would suck it down to the depths. 
around her waist and tentacles instead of legs. The Being as monstrous as she Is, removing her 


dogs attacked and devoured anyone who came close, = magical nature and making her a physical damage 


beyond her ability to control, making her flee to the dealer pulls her more towards what she really Is: 
edge of the strait she used for bathing, opposite the a monster. Being able to drag away six fully grown 
whirlpool Charybdis, to live out her days alone. men requires a good amount of strength and more 
Now those navigating the strait are caught than a little battle prowess. As such, I’m rebuilding 
between Charybdis and Scylla. Move too much Scylla into a warrior, well versed in battle, though not 
away from one, and you will run into the ‘arms’ with armor and weapons, but her own cursed form. 


of the other. Coming too close to Scylla means As always, let's begin with her passive “Grudge”. 
losing six members of your crew, one to each of Being considered the most beautiful of your kind 
the dogs who come up out of the water and devour once, only to have that taken away by a jealous 


the men whole. Coming too close to Charybdis witch can leave one a little ... touchy. It’s what 
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led her to prowling on sailors passing by, and | 
can't imagine she'd have a kind heart towards 
all the gods and beings that retain their original 
appearance. Grudge” is the representation of this 
rage, pushing her strength to greater heights. 
“Hungry Hounds’, her first active ability, is a 
literal translation of her dragging down sailors 
into the depths where the dogs can feast upon 
them. However, she faces divine beings, or mortals 
protected by divine beings, on the battlefield of the 
gods, so dragging them away Is easier said than 
done. The dogs are still able to tear away good 
chunks of flesh, allowing them to reinvigorate Scylla. 
Important to note is that it’s the six closest targets, 
so an enemy god [or more] can throw a wrench in her 
ability to clear minions effectively. If they're willing to 
receive a bunch of damage and have Scylla heal up. 
Scylla’s second ability, “Alluring Nereid”, has her 
tapping Into her origin: the most beautiful sea nymph 
there was. While her lower half is a deadly mess of 
grasping tentacles and snarling jaws, her upper body 


still remains that of a nereid. While no longer able 
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to completely mesmerize beings with 
her beauty, she can make them forget 
about her monstrous lower half for a 
short moment, drawing them closer 
to her. “Alluring Nereid” is relatively 
short ranged, as it is a medium range 
line shot, and only affects one enemy. 
It does allow her to single out a high 


priority target while also gaining 


' stacks of “Grudge” quickly, letting 


her attack them with impunity. 

As you read in the lore, she didn't 
only gain six dogs around her waist, 
but her legs were turned into tentacles 
as well. “Hunting” allows her to 
use those tentacles to emulate the 
hunting, or fleeing, tactics of octopi, 
one of the most advanced killers in any 
ocean. While her feet ... err, tentacles, 
leave the ground, “Hunting” isn't a 
jump. Similar to Xbalanque’s “Rising 
Jaguar’, this ability is a dash and 
has the limitations that come with 
it. This is, literally, her initiation tool 
and her escape, ensuring that once 
she engages, she’s committed for 
at least the duration of “Hunting”’s 
cooldown. This is not necessarily a 
bad thing, as she thrives in an up 
close and personal fight. A thing to 
keep in mind is that the damage from 
“Hunting” only applies as long as she 
holds the target. So if the targeted 
enemy is cleansed from the stun, the 
damage will also stop immediately. 

Rounding out this redesign Is 
“Charybdis”, her damned companion 


in the narrow waters and ultimate 
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ability. Charybdis’ currents are so strong that even 
gods cannot defy them easily, dragging them in like 
countless ships that have gone before them. While 
this might superficially resemble Hades’ “Pillar of 
Agony’, it has some marked differences. Drawing 
something as large and powerful as Charybdis to 
the battlefield requires time and effort, resulting 
in a casting time before he fully arrives. Another 
difference is that once “Charybdis” is summoned, 
Scylla is free to move around as he will sustain 
himself for a short time before returning to the 
narrows. Finally, “Charybdis” isn’t centered on 
Scylla but a set distance from her, similar to the 
distance the two have between them in the narrow 
waters both call home. | don’t think | have to 
expand on the effectiveness of this ultimate ina 
teamfight, as most players have experienced the 
deadly combo of the aforementioned “Pillar of 
Agony” and the cripple of Cupid’s “Fields of Love”. 
In case you haven't noticed, this redesigned 
Scylla is all about the up close and personal. The 
only ‘ranged’ ability is her ultimate, “Charybdis”, but 


even that one Is severely limited. As such, she is best 
The Official SMITE Magazine Issue #20 


SSG HH TE gg Tg gg gy Rg aR NT TO 


placed In the solo lane, farming up to become the 


ever annoying second frontliner that characters like 
Bellona or Osiris are. “Grudge” rewards her for being 
in the enemy's face constantly, and ‘Hungry Hounds” 
is best used when surrounded by enemies. “Hunting” 
is the perfect tool to that end if she targets someone 
in the enemy's backline. While Scylla Re-Envisioned 
has a fair amount of CC (Crowd Control) in her kit, 
allowing her to fill the role of Guardian decently, 
she needs items to truly shine and be a menace. 

This ends Scylla’s re-envisioning, turning our cute 
little monster into a horrendous one, into the monster 


that strikes fear in the hearts of sailors far and wide. m= 


By Jorg van der Velden 
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ercury was dead, there was no doubt 

M about It. Old Apollo had signed off on it, 
watched the process himself from a respectable 
distance. The cheap coffin had been stashed away 
and buried like so much of the old miser’s wealth- 
-at least, what Apollo didn't now possess himself. 

That was the important part, to him--the old 
man’s split. And he'd taken what he could. But I'll 
remind you once more that for us, the important 
part was that Mercury had died, one hundred 
percent, and of that, there was no doubt. 

Mercury and Apollo, Apollo and Mercury. They 


were known for one thing, and one thing only, and that 
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By Devon Boyette ~~~ 


was making gold. That is, to say, they were known 
for two things, and two things only, and those were, 
making gold, and keeping it furiously. And now it was 
only Apollo. It was said that not a god alive could pry 
a gold coin from Apollo’s tight grip, no amount of sun 
could warm his cold visage or stoke the fires of his 
heart. Why, old Apollo had even nicked the coins from 
Mercury's eyes as the latter met his eternal sleep. 
He was never smiled at, never waved at, never 
shown kindness or charity or friendship, for these 
things were alien to Apollo, mere concepts for paper. 
None were born happy to see the old lined face, and 


fewer still were those sad to see the back of him as 
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he left. And all the better! For Apollo, it was easier 
this way. Nothing got in the way of business, and that 
was how he liked it, and that was just the way it went. 
Sitting at his counting house now, touched but 
not quite warmed by the fireplace here with its small 
sun inside, Apollo studied himself in the mirror, 
admiring his faded looks, struggling to heighten 
and angle his diminished hairline. In the next room 
he could hear the sounds of huge scraping hands 
working away tirelessly, like music to his ears. 
And then quite suddenly there came a knock 
at the distant door, once, then twice, and then, as 
old Apollo craned his way to the door, silence. He 
opened it up to invite in the cold and everything else 
dreadful about the season, including his guest. 
The woman before him was pretty to 
anyone who wasn't currently an old codger, 
and draped in not much more than what 
looked like a huge curtain and some rags. 
“Pardon me, sir,” she said, her voice 
lilting with some unknown accent, “are 
you Apollo, or are you Mercury?” 
Scoffing, Apollo thumbed his nose 
and set his expression to ‘sour’. 
“I'm Apollo, of course. Mercury's been 
dead these seven years. What do you want?” 
he added, throwing a bit more unfriendly 
into it than he thought he really needed. 
“As ze festive season ees upon us,” the woman 


continued, ignoring him almost completely, “zere are 


many who cannot clear lane, or farm ze jungle camps. 


We like to collect gold for zem, in zeir time of need.” 
“You mean scrubs? What, aren't they 

rushed off into low MMR tiers?” he asked. 
“Zey are.” 
“Hah!” Apollo said, “then what concern 

are they of mine? Are they on my team? Of 


course not. | say let them feed, let them die 
The Official SMITE Magazine Issue #20 
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and QQ. And that is all | say on the matter.” 


He shut the door in her face and turned 
back to his work before the fire, muttering 
to himself. Apollo’s hulking clerk glanced up 
for just a moment before turning back to his 
own work, the incident written off already. 

Outside, the fog thickened, and the threat of 
future snow loomed as night ganked the city. The 
bitter winter cold opened its icy jaws and gnawed 
on the houses and homes of rich and poor alike, 
and stalked the streets with a breeze like knives. In 
Apollo's counting house, the small, sputtering fire 
struggled to warm the air, ignored by Apollo himself 
as he stayed about his duties and shooed carolers 
away, lest they infect him with their noise and cheer. 

What was Christmas to him? Just an easy day 
off for lazy workmen and a burden on the wallets 
of hard-working gods like himself. Nothing more. 


After a fashion, there was a heavy knock on the 
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open door to Apollo's office. He glanced up and his 
clerk, Ymir was standing there, his awkwardly tiny hat 
in his hands. Apollo sighed, weary of the demands 
of this time of year already. Ymir raised one hefty 
blue hand and waved it back and forth in greeting. 

“Hi!” he said. 

“Let me guess, you want 
Christmas off?” Apollo replied. 

“Yes!” 

“To spend time with your family | suppose.” 

“Yes!” 

“Well, | refuse to support this idiotic idea of 
a holiday. Sending good men home to sleep and 
laugh and play instead of working. How awful.” 

Ymir frowned somewhere behind 
his great snowy beard. 

“That's too bad!” he said. 

“Yes, yes it is.” Apollo went back to his accounts, 


but he felt the looming presence of Ymir there, 
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watching him, a hopeful look on his plain, frozen face. 


“What is it?” Apollo asked him at last, 
glaring over at Ymir’s hulking form. 
“Enemy spotted!” Ymir said. 
“Don't be ridiculous, I'll be 
working too. It’s just business.” 
“Please?” Ymir replied. 
Apollo sighed once more and stared 
at his reflection in Ymir’s glacial chest. 
Reluctantly, he nodded his head and 
agreed to the ice-man’s demands. 
“All right,” Apollo said finally, “but you 
have to come in early the next day. Or else.” 
“Ok!” Ymir said, smiling. “Awesome! You rock!” 
“Yes yes,” Apollo said, dismissing the 
giant clerk with a wave of his hand. “Now 
get out of my hair. It’s time to close up.” 
And so close up they did, locking the 


counting house up behind them as they went 
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their separate ways, Ymir to the comfort of 
his home to share the good news, Apollo to a 
simple diner for food before retiring himself. 

The great chambers of his manse awaited 
him, dreary and empty, a dust-covered dollhouse 
of memories better forgotten, a place once shared 
with his partner Mercury. Together, the two of 
them had cleaned house for years, farmed with 
the best of them, and won lane, so long ago. 

But now it was just Apollo's, a house haunted by 
one man, a ghost in every way that mattered but 
one--he still lived, if you could call it living. 

But tonight, that very same house 
was to see another spirit. 

Apollo slept uneasily, the groaning and 
creaking of the old house, once music to him, 
now sounded strange and distant. He dreamt of 
wings, suffused in gold and red, with the haunting, 


familiar face of Mercury constantly rising up to 
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meet him. He awoke with a start to a quiet, dark 

house, coated with the thick chill of winter. 
Spooked, *too* spooked, Apollo rose 

and relocated to the gloomy den, where he 

made a small fire to burn away the last of the 

nightmares. It warmed him, but the deepening 

shadows it cast stretched and twisted awfully 

as he watched. Shuddering, Apollo looked 

away, lest the nightmare prove true... but the 


flickering gloom kept drawing his eye. 


caught the edge of the chill outside. As he watched 
the darkness surrounding him deepen, Apollo felt 

a deep and growing unease spread throughout his 
old bones. Distant voices called out with words he 
couldn't understand; bells tolled resonantly outside, 
though there was no reason. And a mist seeped in 


through the cracks around the heavy oaken door. 


and enveloped Apollo completely. He cried out as 


the pale blur filled his vision and swirled around 


| 
| 
| with it. His breathing ragged, Apollo worked at the 

| dim embers of the fire, and managed to stoke them 
| back to life, bringing the warmth and light he craved 
| back into the room. And then he felt more than saw 
| the presence that had passed him by completely. 

| He turned, and saw the spectre of Mercury 

| there, casually leaning against the far wall, his 

| once resplendent armor now white and ethereal. 

| Chains wrapped around him, looped his body and 

| hung free with notched swords and hammers, 

| boots, and an ancient mask, all treasures from his 
| mortal life. He smirked underneath his helmet as 

| if reading Apollo's horrified mind, for he had come 

| to realize that this was, indeed, his old partner. 


“Made you look,” Mercury said, his voice 
© The Official SMITE Magazine Issue #20 


He realized he was staring at the door, just as he 


There was a sudden chill, and then a thunderous 


explosion of sound as a huge streak of white appeared 


him, but it was gone in an instant, the light of the fire 
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weighted with the leaden tones of the dead. 

“This can’t be!” Apollo cried out, but he knew 
it was. ‘What image haunts my presence this 
night, what foul illusion stirs me from sleep?” 

“It’s your boy, Mercury!” Mercury spun 
in place, giving Apollo a good look. 

“| say again that | refuse to believe this!” 

“Your loss, pal,” Merc said, “but 
I'm here. And I'm here to help.” 

Apollo's face sank as he set upon the truth of 
the matter. Surely his old partner stood before him, 
as he had everyday before his ignominious death. 

“To help me? Well, surely a friend from 
beyond the grave is a true friend.” 

“You're right there, Apollo,” Mercury 
replied, “because I’m here to give you a 
second chance. One | feel you deserve.” 

“But a second chance at what?” 

“A second chance to live your the life the 
way you're supposed to, Apollo... the way 
| never did. A second chance to leave your 
current course... and change your fate.” 

“But what fate? And how?” 

“You will be visited by the ghosts of three 
gods, Apollo. And only with their help can 
you avoid this, avoid ending up like me.” 

With one last wave of his arms, gesturing to the 
ghostly chains that bound him to this world, weighted 
down by his own greed, he turned and began to 
fade away. In his place, for just a moment, Apollo 
glimpsed his own potential future, an eternity ina 
dark room filled with such haunted figures, each 
shackled to his or her crimes, to regret them forever. 

Without another word Apollo departed 


for his bed and went to sleep instantly. m= 


By Devon Boyette 
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PLAYER’S INSIGHT INTO 
CHIRON 


This month another god has joined the battleground of the other character. It does feel a little slow though, 


By Jorg van der Velden ~~~ 


gods, and this guys a little bit different than usual. He isthe but that is probably because | expect a horse to be 
first ‘permanently mounted” character in the game, andhis_ — FAST! Unreasonably so if I’m honest. His kit | was 
kit is quite a little bit different from any of the other hunters — confused about. He looked really supporty, but he’s 
in the game. So how does he feel in the hands of justaJohn _ stilla Hunter so he needs to be a carry in one way 


Doe? If you want to know the answer to that question, keep ~=— or another so | couldn't really place this in the game 


enn 


reading Player's Insight into Chiron: the Great Teacher! or predict how it would work out in the game. 

WHAT IS YOUR FIRST IMPRESSION HOW WAS YOUR FIRST HANDS-ON 
OF CHIRON’S DESIGN? EXPERIENCE WITH CHIRON? 

didn't know what to think of Chiron initially. Awkward. Really, really awkward. I’m a Support 

| really enjoyed the fact that he’s the first player first and foremost, so | got very distracted 
character since Arachne that doesn’t have a [mostly] by how he could help the team and completely 
humanoid method of movement. Just moving him forgot he was a squishy ADC. Needless to say, 
around the map feels completely different from any that was a really bad match for me and my team. 
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However, when | approached him as an ADC, 
his kit slowly fell into place more and more. 
Chiron has pretty decent wave clear with 
Training Exercise and it works almost exactly like 
Artemis’, so experience with her will help you with 
farming the wave effectively. | also wasn’t afraid 
to eat some poke, as the healing from Herbal 
Medicine is god-like! While the numbers aren't 


world shatteringly large, the passive healing 


bonus per stack makes all the difference. 
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HOW WOULD YOU DESCRIBE 
CHIRON’S PLAYSTYLE? 


A potential big bag of nope. Can't phrase it any 
prettier, because every ability has a very high potential 
to deny something from the enemy. Herbal Medicine 
is healing, so has the innate potential to deny a kill 
or to out sustain the enemy. It also makes healers 
really effective partners for him, making It easier 
to sustain through anything the enemy has to offer. 
Training Exercise not only does damage, but also 
both cleanses and cripples, so he can both enable 
and deny escapes. Masterful shot tracks and slows, 
so even if it isn’t enough to kill the enemy, 35% slow 
gives you a good chance to catch up and still get it. 
Giddyup Is mobility, pure and simple, so even more 
‘nope’ to deal with. The fact that he can still auto 
attack while charging makes this a ridiculously 
strong chase tool. You can't die while Centaurus Is 
active! That's almost as big of a nope as Kehpri's 
ultimate. It’s just the fact that the resurrect isn't 


guaranteed that makes it less of a hassle to deal with. 
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WHAT ARE THE WEAKNESSES OF CHIRON? 


Chiron lacks a steroid, which hurts him quite a 
bit and requires the player to compensate for that 
through items. The penetration and attack speed 
that a Hunter needs to push towers and box the 
enemy Hunter effectively are completely missing 
in his kit. This leads to Chiron needing the safety 
and overall ‘nope-ness’ of his abilities to survive. 
The healing from Herbal Medicine isn’t completely 
reliable either. It happened quite often that | needed 
the heal for myself only to have it go to a team 
member who was already safe but within range of 
Herbal medicine’s AoE [area of effect), resulting in 
my death. You need to be very conscious of everyone's 


positioning to effectively use every part of his kit. 


WHAT ITEMS ARE ESSENTIAL ON CHIRON? 


| feel mana items are really valuable on Chiron. 
His sustain is tied to casting abilities over and over, 
so having the mana to spam those abilities really 
helps him out. This makes Transcendence a really 
high value pick up, as it provides both the power and 


mana he needs to be effective. Executioner is also 


PS 
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an important tool, as it provides the attack speed 
and penetration he desperately needs to be relevant 
later on in the game. This is also why I’m tempted to 
pick up both Ninja Tabi and Souleater over Warrior 
Tabi and Devourer’s Gauntlet on him. However, this 
does hurt his damage per shot a little, so you can 


feel a little underpowered if you go this route. 


ANYTHING ELSE YOU NOTICED 
ABOUT CHIRON? 


| mentioned it before, but | can’t stress it enough: 
keep your eyes open at all times! Chiron’s kit is so 
diverse that it takes quite a bit of time to get used to. 
The best comparison | can think of is Janus. Initially, 
he was played as a pure damage dealer, and he could 
be very hit or miss. But when people started to use his 
abilities to both support and deal damage at the same 
time he skyrocketed into first pick/first ban territory. | 
expect something similar to happen to Chiron. While 
he has a strong early game already, and is considered 
pretty strong as he is now, there's still a lot in his kit 
that has a lot of potential but people haven't found 
out how to utilize to it’s maximum potential yet. = 


By Jorg van der Velden 
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ARTIST'S INSIGHT INTO 
CHIRON 


A new god is out, and as always it's something completely 
different than before! Chiron is the first character that's 
permanently ‘mounted’ in a way, and thus the first character 
that always moves around on four legs. Let's have a chat 
with the artists that worked on his model and animation and 


get a more in-depth look into the look and feel of Chiron! 


WHICH ELEMENTS DIDN'T 
TRANSLATE WELL FROM THE 2D 
CONCEPT TO THE 3D MODEL? 


he 2D concept was pretty straightforward 
Ty; terms of modeling. As a modeler, we 
have to look at the concept and try to hone in on 
areas that might be troublesome for the Rigging 
and Animation departments before any sculpting 


begins. Initially there were questions as to whether 


"g . 
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the quiver being on his back would promote problems 
for Animation because of his long ponytail getting 

in the way. Discussions were had to possibly move 

it down to his side but the overall consensus of the 
team after looking at various placement options 

was the silhouette was stronger with it on his back 
and moving it to his side made him look too bottom 


heavy because of the opposing saddle bag. 


| IMAGINE THAT IT’S QUITE HARD TO MAKE 
HUNTERS VISUALLY DISTINCT FROM 

ONE ANOTHER. DID YOU STRUGGLE WITH 
THIS WHILE WORKING ON CHIRON? 


Because of his unique status as a “permanently 
mounted” character, making him visually 


distinct wasn’t very much of a struggle. 
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When dealing with archer character, 
the functionality of the weapon forces some 
specific posing that is indeed tough to make 
unique. Chiron is unique by being a centaur, 
so that alone helps separate him, but it also 
constrained us as well- getting the horse 


lower body to work in a game setting, 


especially the directional movement, is its 


own challenge, and one that also drives what 
poses and movements we use. With the horse 
and bow elements, a lot of how the character 
should look was already determined, the 
struggle with this character was to execute 


that well in a face paced game environment. 


WHAT WERE SOME OF THE 
CHALLENGES YOU ENCOUNTERED 
IN MODELING A CENTAUR? 


Due to technical constraints characters 
can only be scaled so much before things 
begin to break. Because of this, proportional 
decisions had to be made to keep Chiron 
within those limits. Although it would 
have been nice to see him massively 
larger than everyone else around him, 
which we would typically expect from a 


centaur, we had to rein him in size wise. 


DID YOU USE ANY SOURCES 

OF INSPIRATION OTHER THAN 
CHIRON’S LORE FOR HIS VISUAL 
APPEARANCE AND ABILITIES? 


We did develop a personality approach 
for this character based on his lore, but, 
for the form and function reasons stated in 


the question above, our strongest motivator 
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CHIRON’S IDLE ANIMATIONS ALL 
HAVE A VERY HORSE-LIKE FEEL TO 
THEM, BARRING ONE. HOW DID YOU 
GET THEM TO FEEL LIKE THIS? 


Thank you, it is good to hear the equine 
elements present well. We achieved that feel 
by approaching this character the same way 
we approach all characters- study the context, 


and keep developing it until it feels right. 


CHIRON IS THE FIRST CHARACTER TO 
HAVE AN ‘ARC’ IN HIS JUMP ANIMATION. 
HOW DID THIS COME TO PASS? 


There Is nothing different in the trajectory 


was to make the horse parts function believably of Chiron’s jump animation, horses just 
for a video game environment, so we really studied jump different than bipedal characters, 
horses a whole lot, put the primary emphasis on So we wanted to reflect that. m 


that part, and then hung the personality elements on 
top of that once we got the horse bits feeling right. By Jorg van der Velden 


So basically we studied horses a whole bunch. . 


N 
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DIARY OF... 


THE LONG 


he Earth shook under the thunderous 

{ee of the hammer’s blow, trembling at 
Mjolnir’s touch as a great furrow dug through the 
ground. Thor raised the heavy hammer in one 
hand and swung it around himself, wringing the 
air dry with static as he whirled in place, spinning 
like a top. High above, Thanatos rose into the air 
like a dark parody of the moon, his prey in sight. 

Thor stopped as Anubis reached towards him 
with the weight of ages and sealed the Asgardian. 
Ancient burial linen snaked out like grasping claws 
and wove around Thor tightly even as Anubis poured 
forth a plague of locusts. Thanatos gazed down and 
saw Ymir hustling through the thick jungle around 
the middle lane, and laughing to himself, swooped 
down like a hawk and hurtled into the ground. Ymir 
staggered back as the dark form landed down in front 
of him, and then Thanatos rent the air with his scythe. 


The blade was as sharp as the space between 
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By Devon Boyette ~~~ 
atoms; it cleaved air, life, even sound, tearing the very 
words from Ymir's frozen throat. Ymir retreated into 
jungle, raising one massive hand and summoning 
a glacial wall of ice behind him, cutting Thanatos 
off from the chase. The spurned assassin turned 
on Thor and slung his scythe into an overhand arc, 
trying to catch the fierce warrior with a deadly blow. 

Anubis opened the underworld and set free 
a dozen grasping hands that clutched at Thor's 
heels and ankles as he tried to escape. Thanatos 
pressed in, readying his wicked scythe. And 
in a flash, Ymir squeezed through space and 
appeared behind them both, a sneer chipped 
into his craggy features. With one breath, the two 
attackers froze in place, feeling the chill of the 
Jotunn slow their blood and stiffen their flesh. 

Anubis watched helplessly as Thor cocked 
back one muscular arm and catapulted Mjolnir 


towards him. The hammer passed once, and 
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came back, crushing the lord of the dead and 
condemning him to doom. Anubis howled in 
terror, commanding his legions of undead souls 
to spare him. But the ground tore open, revealing 
a harsh, sinister blue light. As Anubis sank, dead 
and dried hands reached up to help him on his 
way, and dragged him down to the underworld. 

Beneath them all, a small cluster of buddies 
huddled in the dark just below mid. They sat, 
tense and waiting for just the right moment--and 
when it came, they were ready. The signal came 
from on high; bandaged hands reached up to yank 
back the ground, and lit up a fierce blue lantern. 
They reached up and grabbed Anubis by the legs 
at first, then grabbed his shoulders and pulled 
him down into the Earth as he finally died. 

With just a brief, shared nod of satisfaction, the 
elite team of minions hustled Anubis down their 


intricate network of tunnels, slipping by other teams 
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poised at various spots of the map. Eventually, 
they emerged into a brightly-lit hub of activity. 
Minions--mortals, all of them--stood at the ready, 
lining every wall and filling every seat. They were 
adorned in the black of the Pit team. It let them move 
unseen, stay out of sight, and get their jobs done. 
“One for the rez!” the team leader barked, 
as his men fought with the heavy, jackal-headed 
corpse of Anubis. They shouldered him over to a 
table and dropped him on top of it like a sack. 
“How long?” one of the priest-techs asked, 
cranking the dials on the Indeterminator. 
“Twenty-three, twenty-two, twenty-one,” the 
lead said, keeping rhythm. At fifteen seconds, a 
giant wheel was turned, and a huge lever pulled. 
Energy from a concealed crystal focus speared 
into Anubis like lightning, and he stirred briefly. 
“All right,” the tech said. He looked up at the 


hulking wall of indicators in case anyone else died. 
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The seconds ticked away; occasionally, the 
sound of battle thundered down to them, raining 
dust around their ears as they stood In anticipation. 

“Teamfight in quadrant six!” someone yelled. 
Three teams of minions stood and dispersed, some 
through tunnels, some up to the surface, a scant 


few even climbing up into the hollow jungle walls. 
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“It's almost time,” the tech said, watching the 
countdown. He was sweating profusely; throw 
the time off now and the respawns were screwed. 
Screw up the respawns and you got bumped back 
down to cleaning up after the jungle camps. 

A call came through. A death. A siren blared, a 
red lamp flashed on the wall--but it was an enemy. 
Breathing a sigh of relief, the tech just watched 
as a nearby chute popped open and a dozen large 
chunks of ice dropped through like a scale model 
of an avalanche. Others dragged a basin over and 
dropped the chunks in before propping the whole 
thing over an enraged fire. It wouldn't be long before 
he'd melted back into one piece. In the meantime... 

“Now!” the tech said, slamming on the 
release button. The body of Anubis jerked under 
the sudden flow of energy, his eyes tearing open 
and pouring out brilliant light as he undied. A 
moment later, the table dipped forward and slid him 
unceremoniously into the Order Resurrection Core. 

The swirling storm of energy consumed Anubis 
completely. And with the flick of a switch, it spit him 
back out in the Order base. He landed serenely, as if 


nothing had happened, his vision filled with the twin 
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bodies of the beautiful blue Titan before him. Without 

a word, he trotted off to get back into the action. 
Another respawn, executed cleanly. But 

there was no time to celebrate; beneath the 

map, the thumping heart of Conquest beat still, 

and the bodies were already coming in. Both 

teams surrounded the screeching Gold Fury 

as ultimates started going off left and right, 

while the minion crews of the Pit cracked their 


knuckles, narrowed their eyes, and got to work. 


Cabrakan roared and rent the Earth with his 
mighty fists, carving out a curved wall and trapping 
his enemies between a literal rock, and a hard 
place. He pounded the ground into submission, 
shaking the Gods before him, stirring them like 
a chef watching over his prized stew pot. Thor 
watched for as long as he could, then knelt, and 
gathered the growing fury of the storm into Mjolnir’s 
stone head. He twirled the hammer faster and 
faster, until it became a blur. Then, he ascended. 

Thor slammed down on Cabrakan and instantly 
took the huge mountain-breaker out of his reverie. 
The unbreakable mass of Mjolnir literally hammered 
into Cabrakan’s thick hide, beating dents into him 
with great force. From the side, Cupid dashed in 
quite literally, and found himself face to face with 
Thor's bearded visage. Cupid took aim and fired 
one arrow; Thor felt it take him in the ribs. 

He could feel the arrowhead pulsing, the 
intense thumping of a second heartbeat. Grimacing, 
he smashed the ground and sent out a rift to buy 
himself some time. If he could just get away-- 

But it was too late. He hurled Mjolnir with all 
of his might, but before he could follow up and 


escape, he felt the call of battle. He turned and 
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faced Athena, with her glowing shield drawing him 
in. There was a sudden rage in his eyes; he dove 
for her, swinging Mjolnir like a baby’s rattle with 
easy strength. Then Cupid's arrow popped, and 
that was the last thing he knew of the Arena. 

It was all darkness, an all-consuming 
nothingness with only his thoughts and distant, 
whispering voices to keep him company. He could feel 
his body, disconnected from it as he was, and knew 
that like every death before, this would soon end with 
his feet back on solid ground, for the endless battle. 

He drifted around the battle, watching over his 
allies as they fought and bled in glorious battle, 
wondering if this was how the final death would be. 
But his soundless cheers didn’t last too long; Thor 
felt his ethereal body breaking up as a huge surge 
of life hit him, then another, and a third. He was 


awash with blue and white light, his world filling 


and forth from foot to foot. Something was off. 


Something was... missing. He patted himself 
down, worried. He felt the distinct clang of the 
Mail under his clothes, felt the reassuring weight 
of Jotunn’s hanging from his belt. But-- 

In a panic, his hand ran up to his shoulders 
and traced a circle around his neck. His Spirit 
Robe... his Spirit Robe was gone. He had bought 
it just before that last fight, hadn't he? Thor 
looked out at his allies jockeying for ground over 
their opponents. They needed him. Shrugging 
his burly shoulders, Thor signaled the shop 
and payed out the gold for anew one. Asmall 


matter, really... best to get back into the fight. 


The match had ended as they always did. One 


up with color and vibrancy--and he was back. team won, and one team lost. In the end, none of it 


With a roar, he charged headlong back mattered, really. Especially not the minions gathered 


towards the fight, stopping after only a few steps. around the periphery of the battleground, watching 


He awkwardly shifted his weight around, back the regular crews clean and work everything. Mostly, pA 
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these were men and women from the Pit, with the “Yeah,” he replied. “This is my first 
occasional lone Shopkeeper taking notes as he Arena shift.” The vet whistled. 

scoured the battlefield for damage. Asmall team “And your first Deicide, | take it.” Laughing, 
conversed amongst themselves, off to the side. the older minion clapped a friendly hand on 


“Hell of a day,” one said. He was old and grizzled, | the younger guy’s back. “You did good. And it 


his badge marking him as a three-year veteran. He sure beats getting killed in lane, doesn't it?” 
surveyed the battlefield and felt a pride in his work, a And that was it. A way of life, just another 
pride that had carried him through the hard times. facet of being a minion. Sure, no one knew 
The rookie looked out at the scene, still about the Pit Crew, or the Cleaners as they were 
shellshocked from the fast paced chaos of it all. His sometimes called. No one cared where the gold 
hands were shaking. But everyone knew that feeling. came from, or how experience was handed over. 
“You here from the lanes, new guy?” No one cared who rose before the sun and spent 
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half of the day building towers. No one cared who 
had to march to war every day, fight friends and 
brothers and die, constantly, repeatedly... just to 
come back again minutes later and do it again. 

A lone minion walked down the halls of 
the dormitories, his slick black armor marking 
him as one of the desperadoes of the field, a 
member of the God body retrieval teams of the 
Pit. No one ever saw them come or go, except the 
other minions; they nodded at him as he passed, 
friendly. But none of them saw the vicious hatred 
in his eyes, or the grim cast of his smile. 

With one last glance around, he eased open 
the door to his small room--no, his private cell 
really--and slipped inside. The door was locked, 
bolted, and barred behind him. Finally, he was 
alone. He turned to his wall, draped in stitched- 
together cloth, and unfurled the Spirit Robe 
from the recesses of his own darkened cloak. 

He held it up, blue and glowing with the force 
of powerful, deific magic. With one swift pull, the 
cloth came free, and the wall was exposed; relics 
and trinkets filled it from corner to corner, hanging 
from bolts or swinging on loose chains. Armor sets, 
helmets, rods and staves... even the Titan’s Bane was 
here. Even the Stone of Gaia. And now a Spirit Robe. 
And one day soon, he would finally have enough. 

“For too long you've lived carefree,” he said, 
addressing the Gods that were not there to hear 
him. “For too long you've made us suffer.” 

“Well,” he added, stringing the Robe up alongside 
the rest of his collection, “you're nothing without 
these. And when | have all of them, Ill be everything.” 
Laughing, the nameless, forgotten minion covered his 
wall of secrets back up and went to bed. Tomorrow 


was another day of being just another face in the 


crowd; he planned to make the most of it. = 
By Devon Boyette 
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CAROL: CHAPTER Il 


- THE VISITATION 


efore he knew it, tomorrow had come, 

B:. tried as he might, he couldn't write 
off the visit from his old and only friend as a 
dream. Apollo lie in the dark, still and scared, and 
waited, for death or morning whichever came 
first, but it turned out neither was on the menu. 

As the giant clock outside chimed one, 
he heard a harp strumming, a beautiful 
sound that was completely out of place in 
the dark bedroom, and when it ended-- 

Apollo turned slowly and saw the first of his 
visitors, a horrible child, hanging over the ground by 
dint of tiny, ephemeral wings. It had a huge, swollen 
head with a vacant, smiling expression slapped on top, 


all mounted on a grossly misshapen body. It clutched 
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By Devon Boyette ~~~ 


the ghost of a small bow in tiny, useless hands. 

“Heya!” it shouted at him cheerfully. 

“My God,” Apollo said, “what are you?” 

“I'm Cu--err, the Ghost of Christmas Past!” it said. 

Apollo watched it fluttering there with those 
tiny wings and shuddered at the inhumanity of 
it all. Finally, he stood and greeted the ghost. 

“Come on,” it said, “follow me!” 

Turning, the small cherubic god dashed forward 
at high speed; there was another strumming of harp 
music from nowhere, and the ghost disappeared 
into a swirling vortex of red and white. Apollo 
hesitated for only a moment before following. 

The two of them were standing in duo lane, but 


it was almost unrecognizable. The map was old, 
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draped in the reds and browns of fall, 
and filtered in at a lower resolution. 
Apollo recognized it immediately. 

“Why are we here?” 
he asked. “How?” 

The Ghost of Christmas 
Past smiled at him. 

“You're a jerk,” it said simply. 

“What?!” Incredulous, Apollo 
opened his mouth to rebutt 
when he saw... himself. 

Apollo, running right at 
him, grinning. Laughing. And 
behind him was Artemis. 

“Come on,” Apollo was 
saying, ‘let’s go!” 

Artemis. They never got to play 
together much, but every now and then 
solo would be open, and they'd share 
a match. She was all right, for family. 

She had never been as good as 
him, of course. Even now it was painful 
to watch her fumble, to watch her try 
and fail to escape, to lose lane. But 
Apollo watched on in silence and felt 
old, untouched muscles warm up 
and frame a smile on his aged face. 

His younger self dropped by 
and brayed out some cocky advice, 
then left on a blazing chariot, 
with a smile and a wave. He had 
been a different person then. 

“| don’t understand,” Apollo said. 
“Why? Why are you showing me this?” 

“Nobody's perfect,” the chubby 
ghost told him, “but you can get 
close. This was a simpler time, 


when you had a better attitude, and 
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you tried to help other players, instead of making 
them feel bad. A time when you weren't BM.” 

“Bah!” Apollo said suddenly, “my attitude is 
my own. And | don’t hurt anybody. They choose 
to be here, and they can choose to leave.” 

“And what kind of choice is that?” 
the ghost said. Apollo had no reply. 

Suddenly, they were in a different place, 
old and familiar, a map that was as dead and 
ghostly as the young mutant boy itself. It was 
Domination. And Apollo, with a spat of heart- 
wrenching guilt, knew why they were here. 

“| don’t need to see this, spirit,” he said. 
But the ghost was gone. In its place was 
Daphne, her body agile, her face beautiful, 
joyous, and well-remembered. Young Apollo 
was here, too. He was already different, with 
an arrogant sneer and a new mocking tone. 

“| just need to practice more,” she had said. 
But he wouldn't have any of it. He had told her 
to get good. He had told her that he couldn't be 
seen with someone of her skill. She had cried, he 
remembered now. And then he crossed a line. 

“Are you even trying?” he had asked. 


He didn't mean it. But the words caught her 
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straightaway, in the heart she had saved for him. 


“That's it, Apollo,” she said tearfully, “I’m done. 


Done with the Battleground of the Gods, and done 
with you. I’m pulling up my roots and I’m leaving.” 
That was the last time he had seen her. 
“Please spirit,” old Apollo said, choking 
on his words as tears flowed from his face 
unbidden, “please end this. Return me home.” 
And finally, the young Ghost of Christmas 
Past relented. Once more Apollo was in his room, 
and once more he fell asleep. He spent the next 
night troubled and restless, fighting to keep old 
wounds closed before he woke up once more. 
He wasn't tired; on the contrary, Apollo had 
been refreshed by his sleep, no matter how 
brief it had been. Yet he knew the night was 
not done, for he had another spirit to see. 
As if on cue Apollo noticed that his own room 


had changed drastically with his awakening. Now 


drapery adorned the walls, festive in green and red 


and lit up by sparkling lights in all colors. It was 

his room, but at the same time, alien to him. 
Apollo stood and approached the decorations 

when he heard a deep, rumbling voice behind him 


call out his name. He turned on the spot and saw, 
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on his own bed no less, a giant spectre of a man, a 
ghost so tremendous he wobbled and shook across 
his body, even after death. He wielded the specter 
of a jug filled with festive holiday booze. Apollo 
couldn't help but notice the way the ghost’ huge 
coat barely stretched to cover most of his belly. 

“What manner of theft is this,” Apollo 
demanded, gesturing to his room. 

“It’s not theft,” the ghost said, accenting 
the word with a huge burp. “I’m sharing!” 

“Sharing your meaningless festivities, then?” 

“And my meaningless sentiment!” the 
spirit cried out. “I’m the Ghost of Christmas 
Presents... uhhh, | mean, Present, | think. Yes.” 

“And what are you here to show me?” 

“I'll show you,” the spirit replied 
in kind. “Drink this!” 

And without further ado, the giant man leapt 
forward like a snake and pressed the hefty jar 
tightly against Apollo's lips, forcing him to drink. 

As his vision swam, the world around them came 
back into clear focus elsewhere entirely. 

It was a small, cozy house, if stripped a bit bare, 
but it was unfamiliar to Apollo. The ghost, however, 
made himself at home and hammered down another 


quaff of his strange ectoplasmic concoction. 
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“You've seen how your words can affect 


uurp affect others,” the ghost said, “but now 
you ll see how your behavior does, how it 
changes the lives of those you meet.” 

“Oh? And who have | met that resides 
here,” Apollo said, taking in the low-quality 
housing around him. “None | associate 
with would live in such squalor.” 

“On the contrary,” the ghost said, smiling at 
him. Apollo suddenly felt very small under that 
knowing gaze, very small indeed. With one finger 
pointed, the rotund spirit indicated the doorway 
to the next room, which Apollo took quickly. 

Inside the next room, a compact and 
threadbare kitchen, he saw Ymir, his clerk, and 
most trusted employee. All around him were his 
family, in rags and worse, but none the worse for 
wear; in fact, Apollo noted with some unease, 
they were smiling and seemed quite happy. 

As Apollo watched, a tiny mountain in 
human form, a child almost as fat as his ghost 
host, was using a huge rod to flatten some 
dough. The round kid started cutting out cookie 
shapes with glee, to the delight of his parents; 
his mother, Nu Wa, floated over and nodded 


appreciatively as she helped him open the other. 
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“Very good, Kumbha,” she said. 

“Nice Job!” Ymir added, ruffling the kid’s hair 
and moustache. “Be careful!” he added, as young 
Kumbha slid the tray of cookies into the oven. 

“They don’t have anything,” Apollo said 
dejectedly, frowning over their meager food. 

“It doesn't look like anything to you,” 
the ghost said, “but to them, it’s a feast. 

Ymir’s been saving up all year, with the help 
of his family, to be able to afford it.” 

“All year...” Apollo said. Suddenly, he 
rounded on the ghost. “But how can this be?!” he 
demanded. “We do good business, we're always 
winning lane, we're always farming so well.” 

“And you benefit from it.” 

“I'm sorry?” Apollo said. 

“And you should be... but regardless,” the fat 
ghost said, standing and moving to the side, “you 


take the farm, you take the gold. You hog the kills 


and take whatever you can. And since you don't buy 


wards, that comes out of Ymir’s gold, as well.” 
Apollo thought back to all of the minions 
they had taken, all of the fallen towers. But he 
guessed it just wasn't enough. And he realized 
with a start that the night was not yet over, 
for the great Ghost of Christmas Present had 
parted to grant him vision of someone else. 
He was tiny, his frail form red and drooping 
as he limped out of some back room. He took a 
few slow, hitching steps, then coughed violently 
into his free hand before resuming his journey. 
“And what is this pathetic creature?” 
Apollo asked, his voice laced with emotion. 
He watched as the short red toddler, 
muscular and virile, limped over to Ymir. 
Ymir turned to his son, his face iced over with 
concern, and lifted the boy into his arms. 


“Mama, papa,” Ravana said, coughing 
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weakly, “will | get better this year?” 

Nu Wa and Ymir just glanced at each other, 
and tried to hide the shadows on their faces. 

“I'm sure you will, my little Demon King,” Nu Wa 
told him. She affectionately stroked his luxurious hair 
and squeezed his tiny red cheek. “Just you watch.” 

“This is Tiny Ravana,” the ghost said, turning to 
Apollo. “He is weak and infirm, sickly as of late and 
born without high base stats like the rest of us. I’m 
afraid that he’s UP right now... and if nothing changes, 
he will die, and be cast out of the meta forever.” 

“He'll... die?” 

But the ghost would say no more. And on 
hearing a distant clock chiming, Apollo knew why. It 
was time for the final of the three spirits, and as he 
turned and saw the last visitor coming, Apollo fell 


to his knees, for it was a terrible reaper indeed. m 


By Devon Boyette 
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AGAINST THE GRAIN - 
THERE’S MAGIC IN THE PAIR 


By Devon Boyette ~~~ 


n this current Meta Warriors serve many 

| purposes and can fill many roles to balance 
out a team composition (or comp for short). Most 
traditionally bruisers are put into the Solo role 
because of their survivability and sustain (healing 
of some sort) that help them come out into the 
midgame ahead and with tons of farm. More recently 
we ve seen bruisers in the jungle in order to give 
a skilled solo player a chance to play a hard carry 
while still maintaining a frontline a team needs to 
keep the comp from being too heavy on backline 
gods. Both of these strategies are meant to open up 
god pools for highly skilled and experienced players, 
giving a team more options and for me options 
are always good. So what if you want a different 
option? What happens if you want to go against the 
grain and decide to put a little beef in the middle? 

Believe it or not bruisers and Warriors In 
the middle lane is not a brand new, crazy theory 
that was thought up recently. Though It was not 
extremely common gods like Chaac and Hades 
were sometimes put in mid to flesh out a solid 


team comp. But I’m here to tell you that if you love 
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bruisers as much as | do and you find yourself 
playing in the mid lane, don’t be afraid to pull one 
out every on Like most MOBAs, SMITE has a pretty 
staunch meta, a familiar routine of player placement 
and character selection that constitutes a basic 
framework or blueprint plan for a standard game. 
In this meta, we have the three lanes covered by 
four players, with the fifth in the jungle, and the duo 
lane usually consists of a Hunter with a Guardian 
support, and puts a Mage mid. This works for various 
reasons, but it doesn't have to work that way. 

It's true that the game’s meta is generally 
followed because it’s an efficient way to play 
with multiple upsides and a high rate of success, 
but it’s not the only way to play, and with more 
and tweaks and off-meta picks, you can see 
everything from Guardian junglers to Hunter 
solos, and occasionally a Warrior mid--as we 
suggested last issue. In these instances, what's 


a team to do but use a Mage support? 


But guys, why should |? 
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Well, there's benefits and downsides to taking 


a Mage to duo. There’s a lot of smaller benefits, 


but the main problem here starts and ends with 
tankiness; without a Guardian's defensive soaking and 
heavy initiation, your team can falter through many 
teamfights, especially later in the game when the 
enemy team’s tank has come online. But, as stated 
above, teams these days often have a secondary, 
damaging Guardian in the jungle, and at least one 


Warrior elsewhere. In this situation, you can take a 


Mage to duo lane easy, and your team should end 
up with roughly the same capabilities as before. 

On the other hand, what do you get out of it, if it 
can be so risky? Well, by Mages | don’t mean attackers 
like Zeus and Sol that can do fine in many lanes, and 
everyone knows that Aphrodite can make a decent 
Support because of how well she works with a second 
God in her lane. But in this instance, I’m referring 
to Mage characters with solid damage, great clear, 


and at least some viable crowd control. And what 


early damage and kill potential, in the hands of some 
skilled players, similar to how Assassin supports 


work. It’s a risk, but there is a reward, If you can nab it. 


NOX 


We'll start off slow, with Nox. Her kit makes 
her an obvious shoe-in for the Support role, with 
high damage and a great combo that can be almost 
inescapable. She deals less sustained damage 
than a Hunter or many combo-clear Mages, but 
she brings a lot of burst and heavy zoning. Nox 
can easily make an enemy pay for a single misstep 
in lane, and her area silence counters a lot of 
channeled moves, dashes, or even some Gods 


more than others. Her combo is also famous, and 
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Her innate lack of defense, like most Mages have, 
can be a problem, but it’s somewhat offset by her 
quick and dirty escape, that can keep her safe in her 
allied laner for some time while they both escape. 
She seems to work best paired with a Hunter who 
has some measure of burst as well as their own 
escape. They become difficult to catch out, and will 
have a lot of chase and kill potential on any enemy 
Nox can land her combo on. Late game, she’s the 
same old Nox, with great pick and catch potential 
and solid utility on her Ult, and going cooldown 
doesn’t hurt her as much as some others, since 


her crowd control is so providential for her allies. 


44 THEY BECOME 
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OUT, AND WILL HAVE 

A LOT OF CHASE AND 
KILL POTENTIAL ON 
ANY ENEMY NOX CAN 
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ISIS 


Next comes Isis, a Somewhat unexpected 
but still useful support pick. She works best 
with a team as tanky as normal--her Ultimate 
especially becomes incredibly useful with a tanky 
God or two on her own team, and her crowd 
control is great on its own but can chain with that 
of others to help her reach her full potential. 

Laning with Isis as a Support can be something 
of a long trade, a give-and-take in lane that just won't 
work as well against some matchups. She brings a 
lot of waveclear and poke, and landing even a single 
stun can turn jockeying for position into an early back 
for your enemy, and help win lane. With experience, 
too, her Dispel Magic can be a useful double-tap of cc, 
to silence and slow enemies in a variety of situations. 
Isis’ Ult is largely an allied heal, but it can be used 
as a high damage area spell with some difficulty, 
and the right duo partner can make it much easier 
to land successfully, with crowd control greats like 


Cupid, Medusa, Neith, or Artemis helping to keep 
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enemies in range for longer and stack up damage 


while they're inside. This way, Isis can turn around 
a lot of early skirmishes or ganks to keep her and 
her teammate alive, or even secure a kill or two. 

Isis has some problems as a support, though, 
mainly her lack of a true escape. Her first ability only 
speeds her up, and it does help, but it can also be 
interrupted, and without it Isis doesn't have the hard 
disengage of many Guardians, or the overall health 
needed to survive her situation. It can be mitigated, 
but it is a hurdle. In addition, it can be harder to stack 
her Funeral Rites passive in duo, and a dedicated 
sustain support like Sylvanus can outlast her and 


her partner in lane, even with her strong poke. 


JANUS 


So what does Janus bring? Well, plenty. He’s 
at the top of his game right now, with a good 
mix of damage and utility, and a large amount of 
enemy manipulation, including two great crowd 
control abilities that also include damage in them, 


somewhere. He also has strong clear at a good range 
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and some of the best rotations in the game. With 
how easy his utility skills are to land, he can be a real 
asset to a strong God that comes online whenever, 
and brings the old familiar Janus roaming with him. 
No matter who he’s with or against, Janus works 
about the same. His portals can set up follow-up cc 
or he can slow both of his opponents, with Threshold, 
which also has the benefit of being an area speed-up 
for his allies. With his ranged damage, it can be easy 
for a simple trade to turn into a chase, and Janus 
makes it easy to win any chase by not just having 
mobility, but bringing some extra mobility for his 
partner, as well. The increased speed and coverage 
will also keep his teammate safer than normal, 
with a handy portal always available to get out of 
dodge, and to help cover the Gold Fury. Once his Ult 
comes online, the one-man blazingly fast gank can 
become the two-man blazingly fast gank, as Janus 
will be able to bring help with him if he needs it. 
Janus has a lot of things, but he doesn't have 
strong direct peel. He’s much better at helping an 
ally get out of a dangerous situation, or escaping 


it himself, than he is at making it not dangerous 
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anymore. And his abilities, though they are all 
somewhat area-of-effect, aren't optimal for 
hitting two people, much less three, so with only 
one escape available per use of Portal, it can be 


tough for Janus and his ally to handle ganks. 


NU WA 


Last but not least, we come to everyone's 
favorite Chinese sky snake, Nu Wa. She's a very 
good choice for support, with a good blend of 
pushing power and team-wide utility that can 
scale well into damage when she starts getting 
her build. Her soldiers are an immense help in 
lane, her mist is a potent tool if nothing else, and 
her crowd control is limited but very strong when 
it hits. And as we know from Nu Wa mid or solo, 
her Ultimate can help fights nowhere near her, and 
secure that valuable assist gold when timed right. 

Laning with Nu Wa Is quite safe, even though she 
has no escapes herself. She’s able to fight and farm 
from quite some distance away, when It’s necessary, 
and brings a lot of indirect damage to fights with her 
reckless minions and the slow but inevitable crawl 
of her mist. With her pushing power, it'll be hard for 
most enemy combos to fight back her own wave, 
early game, and this will usually keep the ball in Nu 


Wa’'s court, early. Once she gets to the tower, the 
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clay minions emerge again, and stack even more 


damage against it, both by attacking and soaking 
tower damage. This can be an effective support to 
combo with any Hunter, but doubling up on strong 
push power can be overwhelming. Her minions also 
make it safer and easier for her to take camps at 
any point in the game, more than many other Gods. 
Nu Wa isn’t without her weaknesses, however. 
She lacks immense burst until she starts stacking 
plenty of damage items, assuming she does. This 
can make it hard for her to deal with tanky enemies, 
such as she'll often find, making the indirect route 
of pushing her only viable tactic. Her stun is strong, 
as well, both for setting up kills and avoidance, but 


it can be unpredictable, and relies on her minions. 


As far as the meta goes, you can consider it the 
driver in matters of having the best chance to win, 
or at least of countering your enemy's standard met 
picks. But picking something that you don't usually 
see has the benefit of surprising you sometimes, 
with how well it can work. Both you and your enemy, 
if you're lucky. And when it comes to having fun, 


sometimes the meta just has to take the backseat. m= 


By Devon Boyette 
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SMITE 101: GET 


STRONG, 


FIT AND 


ACTIVE 


elcome back to Smite 101! Last month we 

W... over the map that your battles will 
often take place. Today, we'll be taking a look at the 
items you ll be bringing into said battles. There is 
little blanket advice | can give to cover everyone [other 
than never battle bare-foot. Get shoes or boots you 
barbarian, the movement and other stats are worth 
it). Moving past the difference between physicals 
and magicals (you can’t buy items that give physical 
power as a magical and vice versa); every god is given 
a different kit of abilities and different stats to excel 
in their own role. The items you choose to build can 
help push strengths, or cover up for weaknesses. 


Your two active slots are a perfect example to help 
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show this. No matter the God or game mode, you're 


given two slots to choose between a wide range of 


- items. They provide strong effects akin to two extra 


abilities, albeit with much longer cooldowns. I'll 

be going over each family of items from the lowest 

tier items to their finished forms and explaining the 

benefits of each. Do note though that you can only 

purchase two of these Actives, and you can't sell them 

once you leave your base [along with only getting one 

item from each item tree). Make sure the two you 

get will be useful and relevant for the whole match! 
Starting from the top as they are presented in the 

store, we ll cover the Sprint family first. As the name 


suggests, they all involve speeding up your character. 
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Besides the Girdle family, and Teleport to Gods, all 
actives and their upgrades go for 300 gold. Sprint 
itself provides a 30% Movement Speed buff, useful for 
both chasing and retreating, while Improved Sprint 
ups this to 35% for 5 seconds and slow immunity. 
Now we have two different ways to finish this line. 
Greater Sprint provides you, yourself, with the best 
buff at 40% additional movement speed for 6 seconds, 
slow immunity still included. If you're looking to help 
your team, Heavenly Agility provides the same buff 
alongside 25% increased healing to all allies ina 70 
unit radius for 4 seconds. This can be enough to get 
your entire team out of a bad fight, or give you the best 
position to start one. Here we also get our first off- 
shoot item. Achilles’ Spear takes a strong deviation 
from Sprint and goes straight into raw offense. 
A 30% attack speed buff and a 35% lifesteal butt 
alongside the 30% movement speed for 5 seconds. 
In exchange, you take 30% additional damage 
for the duration. Not often pulled out, Spear still 
provides a good way to split push and box enemies. 
Our next family of Actives is the Girdle family, 
specializing in damage buffs, and uniquely costing 
only 200 per tier of the item. Girdle of Might provides 
a 10% damage buff for 10 seconds in a 70 ft. radius. a 
The next tier, Girdle of Power, provides an upgraded 
15% buff. Girdle of Support finishes off this curve 
with a 20% power buff of similar style. Support 
characters are those usually seen carrying these 
items, popping them before an engagement. For 
those not looking to support the team, you can 
instead purchase Girdle of Inner Power, giving 
yourself alone the same buff along with gaining 
10% penetrations. This alternative isn't seen often, 
although seen occasionally on a Nu Wa to maximize 
her Ultimate since it hits the entire enemy team. 
The Aegis family is the epitome of a defense 


active in that they provide invulnerability to damage 
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for a period of time. Aegis Amulet provides 1 second 
of invulnerability while preventing any action, 
including movement. It also comes with a hefty 
cooldown of 180 seconds before it can be used again. 
Tier 2 Improved Aegis helps by cutting the cooldown 
to 150 seconds, along with an extra .5 seconds of 
invulnerability. From here, you have two options, both 
offering 2 seconds of invulnerability and an improved 
cooldown of 120 seconds. Greater Aegis gives you 
a 20% damage reduction buff for 4 seconds coming 
out of your invulnerability, helping you to survive 
until help arrives. Aegis Pendant on the other hand 
provides the ability to move during your invulnerability 
and run to your help, unlike with the previous 
options. It’s up to preference which you might prefer, 
SO experiment often to see which you prefer! 

Blink allows you a short range teleport, moving 


your character instantly to the target location, even _ 
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‘through walls. It also comes with the restriction 


that you have not dealt or been dealt damage for 5 
seconds. Historically, Blink has been one of the best 
ways to initiate a fight. You surprise the enemy and 
then instantly start applying your CC or damaging 


abilities. It also works near the end of a fight to 


ensure your escape or to deny your enemies’ escape. 


Because of this general utility, the whole family saw 
some nerfs to their cooldowns. Tier 1 Blink has a 
cooldown of 150 seconds, and Tier 2 Improved Blink 
comes in at 110 seconds. For your final options, 
Tier 3 Greater Blink functions identically to previous 


iterations with a lowered 70 second cooldown. Your 
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other option, Combat Blink, bring you the longest 


- possible cooldown of 180 seconds, but allows 


removes the damage clause, allowing you teleport 
in combat. This gives any God the ability to escape 
once in a while, at the price of an active slot. 

Don't get creeped out by the Curse actives, 
because the ability to slow down your enemies’ 
movement Is quite useful! Serving as an offensive 
active, they make it harder for them to escape your 
assault, or to dodge away from your attacks. Creeping 
Curse provides a 20% movement speed debuff for 
5 seconds within 55 ft., and Creepier Curse giving a 


30% debuff. Both Tier 3 options, Weakening Curse 
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and Enfeebling Curse, give your enemy a strong 
40% debuff to their movement. While Weakening 
brings to the table a 66% healing debuff, Enfeebling 
serves a 30% attack debuff, with both effects 


aiming to end the fight sooner rather than Later. 

For those of you only recently joining us in the 
arena of the gods, (Welcome!) the active Meditation 
has a long standing negative connotation. It gives the 
user 79% of their mana back, along with additional 
MP5 to help keep their mana reserves up (15 
for 15, 30 for 30, and 45 for 60 at Tiers 1,2, and 3 
respectively). Greater Meditation even provides 30% 


of your missing health back! In the past, however, 
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it used to be one of the actives commonly bought 
under each god's auto-buy item list. New players 
were able to use it as a “crutch” of sorts when they 
overused their abilities and ran out of mana. Veteran 
players see this as a waste of an active slot since new 
players need to learn to conserve their mana and 
abilities for the right time. The Meditation Branch’s 
other Tier 3 active on the other hand, Salvation, has 
seen wide use In both the Assault game mode and 
recently in Conquest. It takes a team orientated route, 
giving the 45 MP5 for 60s to all your teammates 
around you, as well as restoring 30% of their mana 


to everyone. On top of this, everyone who Is affected 
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heals for 15% of your maximum health. Although 
that last clause may seem to be a small amount, with 
your typical Guardian Support able to reach close to 
the 4000 HP mark if not pass it, that’s around 600 
health to each person on your team. That's enough 
to save a life of a teammate getting attacked, or to 
heal up the wounded before going in to re-engage. 
The Teleport family is most often seen out of the 
Solo lane to help rotations and to keep up their farm. 
As the name implies, it allows you to teleport to an 
allied tower after a small channel period and given 
that you didn't take damage, with the tier two upgrade 
lowering the cooldown from a hefty 240 seconds 
down to 180. This helps someone in Solo be able to 
get back to lane quick if they were pushed out as 
to not miss experience or gold and fall behind. This 


also assists them in getting across the map quickly 


to help in fights around Duo or Mid, where more 


way APT. aes. 
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engagements tend to happen early game. The Tier 
3 Shielded Teleport not only allows you to teleport 
without damage interruption, (still interrupted by 
Hard CC likes stuns) but also allows you to teleport 
to an allied ward! This gives the ability to back for 
items and health while getting back to the fight 
either at an objective or at their base with minimal 
time away from combat. The Tier 3 alternative to 
Shielded Teleport is Teleport to Gods. It brings the 
cooldown back to 240, but allows to you teleport 
to an allied god (and only an allied god). It isn’t 
seen as often In competitive play due to the longer 
cooldown, inability to teleport to areas where your 
team doesn't have any presence, and a heightened 
total cost of 1100, or 500 for the last upgrade. 
Although Hand of the Gods and its family may not 
be the powerhouse in clearing minions like it used 


to be, it still excels at two important roles: clearing 


os te 
a 
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jungle camps and contesting jungle objectives. Tier 
1 Hand of the Gods deals 480 to a minion or jungle 
monster within 15 ft. with the highest maximum 
health. Tier 2 Rage does this to up to two targets. 
This tier sees sparing use to help contest mid- 
camps during the early game. Wrath of the Gods 
finishes with the pattern, dealing damage to up to 3 
targets. It also deals 1000 damage to the two jungle 
objectives, Gold Fury and Fire Giant (subsequent 
WoG hits do half damage]. At WoG’s best, you 
can pressure your enemies jungle to deny them 
experience and gold, secure objectives for your team 
with less risk, and possibly steal them from the 
enemy. At its worst, it'll be a dead active during late 
game teamfights. The alternative is the Tier 3 Fist 
of the Gods, replacing the 1000 damage to jungle 


objectives with a 1 second stun in Its radius, giving 


additional hard CC to gods that may not have much. 


Shield of the Underground Is that strange 
one-of active that everyone wonders at, similar 
to Achilles’ Spear. For a one-time price of 600, 
you'll reflect 40 of all incoming damage (before 
mitigations mind you!) to the damage dealer as 
magical damage, while also preventing lifesteal. 
This can turn bursts of damage from things like 
Release the Kraken! against the user very quickly. 

We're nearing the end, so it’s fitting to cover 
the all-star of all actives, Purification Beads (often 
referred to as just beads). Beads remove all Crowd 
Control Effects from you, and then subsequently make 
you immune to them for increasing durations (1, 2, 
and 3 at each respective Tier). All those times you got 
Wombo-Comboed by an Ares Ult into instantaneous 
death, Beads could prevent both the pull and the stun 
from it. For all situations large and small, getting 
slowed down or stuck by CC is usually what ends up 
being the killer. The simple fact is that Beads save 


lives folks. On a side note, Tier 3 Greater Purification 
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also lowers your cooldowns on your abilities by 3 


seconds, allowing for some hilarious miracle plays. 

The last family of actives we have to cover is the 
Shell family (not the company). Shell gives the owner 
and allies within a radius 15 protections. Improved 
Shell increases this amount to 30 protections, and 
Shell of Absorption to a solid 45 protections. It also 
tacks on 15% damage reduction to those affected. 
This gives your Support yet another way to help 
your team survive through bursts of damage. 

Just like that, you know about every active 
(currently) in the game! As you saw, there's a wide 
range to choose from, offering utility, damage, 
and protections.This allows you to push your 
strengths, or make up from some of the weak 


points of your playstyle or God of Choice. m= 


BY ROBERT NAMCARRKOW 
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WHEN WORLDS 


COLLIDE: PART 2 


By Jessica Seney ~~~ 


eee 


ime is a strange thing. Many people hazard 
Te at how it worked, how it began, even 
how it moved forwards. Rivers, paths, unending twists 
and turns, everything had been guessed yet none had 
been confirmed. The simplest reason for this: no one 
could see the future and how events lead up to it. No 


one could see the flow or reason of how it worked. 
Except for Chronos. 


Chronos had been there, ever watching, ever 
toiling to ensure that time never hit a single hitch in 
its constant ticks, never a single stall in the motions, 


and never a single second left unspoken for. His 
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creation? Conflicting tales echo from Greek halls, 
some claim he had always been there, born from 
the time that the first titan’s inhale, others claim he 
only came to be when humans were created. And yet 
others still claimed he simply. .. appeared, one day. 
Created the universe with the ever moving cogs of 
time. In truth Chronos was born upon the first tick of 
time, and from there learned so much by watching. 
His patience was legendary, but even he knew when 
action must be taken, and now was one such time. 
Already his staff - truly small gears from the 
outer rims of the eternal clock - glowed from 
activation, watching the approaching figures move 


ever closer. He knew the forms well, he had been 
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the one to watch them arrive after all. The Bee 
Man, Ah Muzen Cab, Mayan If Chronos recalled 
correctly, fluttered through the air with a small 
swarm of bees in his wake. A strange armor like 
carapace hugged his form while small, strange 
designs to the timekeeper, pulsed with the life of 
hundreds of bees, crawling out of into, and around 
his armor. His wild grin could intimidate alone, 
coupled with his gaunt features and bright face paint 
it could be terrifying to fight him, all this without 
counting the hundreds of stings that his followers 
would inflict second after second of fighting him. 

The larger form was the father of all nordic 
ice giants, Ymir. His pure ice form was nigh 
unscratchable, rivaled only by his club, which Chronos 
had seen crush humans by simply dropping it. That 
was selling him short, for legends of his breath, 
control, and sudden explosions of ice caused even the 
largest of the gods to hesitate into leaping headfirst 
towards him. That's without considering the subject of 


the frostbitten wounds and brittle flesh he left behind. 
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Both had chosen their side in the matter, 
just as Chronos had chosen his and just as the 
goddess behind him would soon choose. 

“What are those?” The weaver half mumbled, half 
whispered as she stepped to the timekeeper's right. 
From his eye he could already see the burning white 
of an arrow appearing in the pulled string, though the 
weapon itself was held pointed towards the ground 
before her. He merely smirked, having already fought 
both of them separately and, while he never truly 
‘won’ the fights, certainly held his own against them. 

“Enemies.” He turned his head to face 
her, having to let out a puff of air from his 


mouth to move some hair out of his face. 
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“What did they do to be called that?” The weaver 
seemed slightly hesitant to raise the bow against 
someone who only seemed to be walking towards 
the duo. To her knowledge they had done nothing 
against her people or herself, deserving none of 
her arrows, a mindset Chronos could understand. 

“| wish | could explain, | truly do. But, 
unfortunately, we do not have that kind of ti-” 

Suddenly the bee man fired something towards 
the two. Chronos was quite ready for the attack, 
ducking under the attack quickly enough to leave 
a string of strange shadow like images behind. 
Neith, however, was not prepared for the attack. 
Several of her braided bangs were simply sliced 
off, falling to the ground in heavy clumps. 

Chronos was already in motion, taking one, 
three, five steps to circle around them only for, 
what it seemed, a ball of ever turning glowing 
ethereal gears were sent out towards the two. 

Ah Muzen Cab fluttered out of the way nimbly, 
managing to fire off what appeared to be a stinger 
from his left hand in response. The lumbering 
giant had no such luck, walking through the ever 
Spinning confusion. He managed to take another 
step forwards before stopping in place, almost as if 
someone had hit an invisible pause button on him. 

Just as the giant came to a halt Neith came to 
life, snapping free of the strange trance that held 
her in place. Hunting instincts came to life, and 
instantly her body moved to respond. She pulled her 
bowstring back and let her arrow fly. The winged 
man dodged it easily, needing only to tilt himself with 
a strange grace, but the frozen giant was unable 
to move out of the way. Leaving the arrow to lodge 
itself into his frozen chest. Upon contact a bright 
explosion of light left the giant, strange strands 
flying from the entrance in dazzling rainbows of 


color and what appeared to be bits of glitter. 
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Cracks ran out from the impact point, spreading 


all through his form until he looked as though he was 

covered in strange light or had a sun for a core. After 

a second, starting from his limbs and moving inwards, 

the light began to fade away. In its wake the ice 

forming Ymir fell apart, bit by bit by bit, until nothing 

more than his shattered feet remained below him. 
For one small moment both men had to 

look at the crumbled remains of their fellow god, 

nothing more than shattered ice left to melt on 

the cobblestone below. Chronos was the first to 


remember his enemy and moved, slamming his 
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staff's butt on the ground below and causing a gear 
to erupt upwards, engulfing the winged man for a 
moment beforecausing a shout of pain to leave him. 
Ah Muzen Cab’s wings collapsed under him, 
leaving him stationary on the ground for a moment 
before they kicked to life again, carrying him into 
the air in a panicked frenzy. He fluttered back, wings 
tittering away to keep him up. His eyes fell on the 
weaver, and his strange wild look fell for a moment in 
confusion, then to surprise, then to fear as he carried 
himself back into the sky, vanishing behind a hilltop. 
Chronos turned back to Neith, his organic eye 
wide with surprise while his artificial one sported 
a small dent from one of the bee man’s shots. 
“Wow. .. That was... Well that was easy. 
Hey-- Got a time pun for that?” Neith seemed 
almost on the verge of laughing aloud or just 
smiling in pride at her work. Chronos, however, 
began to mutter under his breath as his eye swept 
over to the shattered ice that was once Ymir. 
“You weren't adjusted yet-- the first of a new 
pantheon. . . of course, | shouldn't have. . .” 


“Hey- Chronos, my people?” 
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“Yes yes, let me deal with this first. . .” His 


staff's clock began to tick again, though at a strange 
pattern. It’s sounds were different somehow, almost 
reversed. Over Ymir’s form came a jumble of gears, 
gathering around his smashed bits and shifting 
them towards where his feet were last standing. 
Slowly the gears gathered up into an outline of 

his general form, making it appear as if his blurry 


ghost was standing before the two, before a brilliant 
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flash of blue engulfed the area around him. 


Quite suddenly Ymir stood, caught center of one 
of Chronos's trademark gears. With a strange grace 
Chronos spun his staff through the fingers of his 
right hand as the gear holding Ymir began to turn, 
causing the giant to move back in a strange display 
until he was rewinding through his approach again, 
continuing on and on until he was out of sight. 

It was now Neith’s turn to be dumbfounded, 
her mouth left ajar at the display. Chronos’ wings 
shifted out from behind his back, giving them 
some much needed room after having folded 
towards the safety of his torso. Turning back to 
face the weaver Chronos looked uncannily calm 
and an ever aware smirk back on his face. 

“Now, what you just did. .. We can’t have 
that happen again. The rule's will apply to you 
after you meet the others. For now--” He began 
moving past her, his free hand shifting over to 
her shoulder and gently pushing her forwards. 

“Walk with me.” 
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As she fell into line beside him his free hand fell 
to his side as his staff sat in a comfortable mid-grip 
to keep off the ground. He knew what she wanted to 
know, he just needed her full attention. Which, at the 
moment, it seemed like she was watching another 
insect flutter past. He cleared his throat, causing her 
to look back at him with a bewildered expression. 

“So... Allow me to explain-- Spout some 
knowledge if you will. It will probably overwhelm 
you but well, you've just seen a fight occur 
between three, no, four pantheons. You see, 
there's a war occurring all around you. Gods 
and goddesses from every pantheon ar-” 

“Pantheon?” 

“_..A large group of gods from a different 
culture, in a simple form. For instance, | am from 
the Greek’s. Though not many people worship me. 
You are the first of the Egyptians, at least at the 
moment. More of your kind will undoubtedly come 
flowing through after you return to them. . . but first 


you should meet my comrades. The order side. The 
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other side, which you just met, was chaos. This war 


began over humanity, and it will end for humanity, 
which is where your missing soldiers come in.” 

He paused a moment to watch 
the sea, frowning softly. 

“Your people began to doubt some of your kind, 
your brothers and sisters in the Egyptian tree. As 


such, other gods felt it, knew it, and demanded they 


learn as well. They were plucked from their homeland 


to fight here. .. And so you arrived In time, as will 
the other Egyptians. Your powers will be restricted, 
just as all of ours are. My little. . . revival of the giant 
was to counter your mishap. Soon you'll be just as 
limited as us all, to make everything fair. All in time.” 
“A what? Greek?? Who???” She looked 
utterly bewildered, nearly shouting in 
confusion while rooted to her spot. 
“,.. Let me just... Try again and 


introduce you to them. Hm?”. = 


By Jessica Seney 
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ho are you, Apollo cried out, fearing 

W.. terrible weight of this spirit’s 
presence. The form before him was draped in 
all white, with a veiled face and an unmistakable 
air of menace. It was death, he was sure of it, 
coming for him as he shook here in the snow. 
But the figure only stopped and stared at him. 

Without a word, the figure drew a huge 
blade and pointed at him, and with a terrifying 
silence and speed cut right for his throat. Instead 
of killing him, the sword rent the air itself, and 
pulled both of them through to the other side. 

They were in a graveyard of sorts, a quiet 


place of reverence, but Apollo could hear voices 
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nonetheless, and accompanying laughter. 

“The disrespect!” he said, astonished. 
“What right do they have?” 

The phantom beside him said nothing, but 
gestured forward. Apollo moved closer to the crowd, 
and though as ghostly as his escort, wove his way 
carefully through towards the front. Around him, he 
caught snippets of hushed conversation as he moved. 

“| thought he’d never get banned,” someone 
said, stroking his beak in contemplation. 

“Indeed,” replied another voice, “it’s 
been years. | wonder what finally did it?” 

“| heard he made someone quit.” Herc added. 


“Well, I'm glad he’s gone,” a short girl sneered, 
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rocking back and forth on her flaming roller 


discs. Meanwhile, Nox just smiled nearby, silent. 


So that was it. The ban hammer had come 
down and claimed another poor soul for all 
of eternity. Yet, as Apollo glanced around, he 
Saw many familiar faces, heard many familiar 
voices. By chance, was this someone he knew? 

“Great spirit,” he asked, “why are we 
here? Why bring me to this event?” 

But as before, no answer came. Instead, 
the cloaked silhouette led him closer and 
closer to the front of the crowd, as he heard 
more and more of this man’s life. He didn’t 
like what he heard at all. Finally, though, 
they reached the front of the crowd. 

Here was Ymir, dressed in black ice, melty 
tears trickling from the corners of his eyes. But 
it seemed the departed had a mourner at least 
among the gathered crowd. Nu Wa hovered next 
to him, her face twisted with grief and sadness. 

“| heard about Ravana,” someone said, 


and after just a moment. “I’m so sorry.” 
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Apollo realized his mistake, and felt a pang of 
grief in his own stalwart heart. He had never asked for 
this, never hoped for this. Why was this his future? 

“Thank you,” Nu Wa said, sniffling her tears 
away. ‘we miss him dearly, but he was such a 
strong little warrior. He had so much potential.” 

“Bye!” Ymir said. 

Apollo slowly turned on the spot, first to his 
ghostly companion, and then to the mounted wall 
at the front of the audience, for audience was 
what it truly was--a group of curious onlookers, 
nothing more. And with a growing suspicion he 
approached the huge tablet embedded in the earth. 

“Spirit,” he said weakly, “answer me. 

Whose tomb is this? What figure is emblazoned 
for all to see upon this edifice?” 

But once more, no answer came. Apollo 


approached the monument himself, and saw, 


ee ecedcceccdccddaceddddddeddddddeedddeeedcedceddaddcdedeeeaceedeeeddeeeeddeeddeaceceeceddddeedededddeeedededddeeeddddeedeeddadeaadeeddeeddda 


etched into It, his avatar, his chosen icon for 
decades of work. And finally, carved into the stone 
so real he could almost touch it, his name. 

“Is it too late, spirit? Am | too late to change 
my ways?” he asked miserably. “Is this my 
fate?” he turned and recoiled in surprise, for 
the giant blade was levelled once more. Tears 
streamed from his face easily, but the chill he felt 
at the end of her blade outweighed his grief. 

As he watched, the Ghost of Christmas Yet 
to Come reached up and raised its--raised her 


mask, high enough to reveal her bare mouth and 


her mouth alone. Blind and burning with mercy, 
Nemesis stabbed for his heart and pierced it 
true, jerking him awake once more from his 
sleep, to the cold comfort of his own bed. 

“Was it a dream?!” he said suddenly, 
gasping for breath, the pounding of his heart 


punctuating every word. ‘Am | too late?” 


Apollo stood and rushed to the window, 
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greeting the warm light of a snowy morning as 
he did so. He wrenched his window open and 
gazed out into the wintry streets below, where he 
caught sight of a little girl wandering the streets. 
“You there,” he said. 
“Yeah?” the girl said sweetly, clasping 
her hands behind her back. 
“What's today, my child?” Apollo 
asked, beaming down at her. 
“Why, it’s Christmas, Mister!” 
“By Jove they've done it! They've done it, ina 


single night's time! Young lass,” he added, “do you 


know Hi-Rez, down the street just past the brewery?” 


“I sure do, Mister!” 

“Ah, most excellent. Do you know the warrior 
buff they have hanging in the window?” 

“You mean the one that’s as 
big as me?” she asked. 

“The very same, young lady. | need you to 
go buy it and bring it here. | have plans for it.” 

The girl considered it for a moment, then 
nodded and sped off suddenly on a small 
cloud of writhing, wolf-headed tentacles. Yes, 
he had great plans for that buff, as he did for 
the rest of Christmas. Great plans indeed. 

It was almost an hour later when the knock 
came upon Ymir's door. So impatient was Apollo 
that he knocked a second time, then a third. 

“Honey,” Nu Wa said from deeper in 
the household, “could you get that?” 

“I'm on it!” Ymir said. He strode to the 
door and opened it easily, to find Apollo 
beaming at him from the other side. 

“Merry Christmas, my dear man!” he said. 

Ymir froze in place, literally 
*and* figuratively, at the sight. 

“Why, invite me in dear friend,” Apollo 


said, ‘invite me out of this dreadful cold.” 
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“Ok!” 
Apollo came inside to the surprise and eventual 


delight of his hosts. They made merry and ate and 


were happy, until Apollo promised a surprise for them 


all to make up for all of his missed Christmases. 

“| am aware that my attitude has been horrible 
in the past,” he said, understating it quite a bit, 
but he soldiered on. “I've had an awakening, and 
| mean to make amends. Starting with this.” 

Apollo pulled out the huge glowing buff 
from behind his back, to the wonder of everyone 
present, and without ceremony handed it to 
Tiny Ravana, sitting crumpled up by the fire 
so he didn't catch a stiff breeze and die. 

“Give it one patch,” he said. “One patch, and 
you mark my words, little Ravana here will be up 
on his feet and winning matchups in no time.” 

Ymir looked down at his son and brought 
up one great finger to wipe away the icy 
crystals that were forming in his eyes. 

“Thanks!” he said. 


“This means the world to us,” Nu Wa said to him. 


Suddenly, Ymir stood up and 
opened his hands wide. 

“Group up!” he said, bringing everyone 
together for one great hug. “Woohoo!” he added. 

And from that day on, Apollo was true to his 
word. He watched his temperament around players 
who weren't doing as well as him and tried to help 
where possible, and he made sure to play for the 
team as well. He had good matches, and he had bad 
matches, but he went home every day with a smile 
on his face and, more importantly, with friends. 

And it was said that no one knew Christmas like 
old Apollo, the brightest star in the city and the sky 


every Christmas day, night, and Eve from then on. m 


By Devon Boyette 
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SUPER REGIONALS 
SUMMARY 


An important event in SMITE eSports just finished 


as this is being written, the Super Regionals. This is 
the biggest LAN event ever held at Hi-Rez Studios. 
Super Regionals was an event that capped off the 
North American and European SPL season. From 
Tuesday November 17th to Sunday the 22nd, twelve 
teams fought tooth and nail to qualify for the SMITE 


World Championship in January. Five teams made it 


out of the tournament successfully obtaining their bid. 


Last month, we ran an article previewing the 
Super Regionals and which seeds would play which. 
We now know how the teams were seeded and the 


chart below shows the seeding of each team going 
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into the tournament. The seedings are based on 
the teams’ performances during the Fall Split of 
the Smite Pro League. Even though the SPL had 
eight teams per region competing, only the top 
six were Invited to Super Regionals. Out of these 
twelve teams, five advance to the SWC. Two from 
each region and then a fifth that resulted from a 
match between North America and Europe. 

This article summarizes each set from the 
Super Regionals. | will not go into game-by- 
game detail, but will describe the more general 
themes of the set while including highlights, 


special picks, or other notable occurrences. 
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Epsilon 
Esports 


TUESDAY: NORTH AMERICA DAY 1 


Set 1: Team SoloMid vs Enemy (Bo5) 

In the first set of the Super Regionals, the 
fourth and fifth seeded teams from North America 
faced off. TSM was generally seen as the favorite 
this set, with many predicting a 3-0 or 3-1 victory 
for them. While the series did wind up 3-1, it was 
Enemy who found themselves victorious over 


TSM, one of the most successful LAN teams in 
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Cloud 9 
Eager G2! 


Paradigm 


Team 


SoloMid 


Cognitive | Enemy 


Gaming 


London Team 


Conspiracy Dignitas 


SMITE history. Hel was a massive part of Enemy’s 
victory in game 1 and was then banned by TSM 
in every following game. After a combination of 
TSM playing sloppily and all of Enemy surprisingly 
stepping up, Enemy, captained by long-time player 
PainDeviande, secured a semifinals berth and gave 
themselves a real shot at making it to the SWC. 
Set 2: Cloud 9 G2A vs Cognitive Gaming (Bo5) 
Third seeded Cloud? have been seen as probably 


the best team in North America and their first set was 


ViewS on}, 
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against Cognitive Gaming, who still had a chance not 


to come to Super Regionals during the last week of 
the SPL. This series set the tone for Cloud9, since 
their Fall Split record does not accurately indicate 
their skill level. They won the last SWC, and they 

want to win the next one too. Cog focused on early 
game strategies and had excellent objective control 
until C9 out scaled them and won team fights. The 
games lasted longer than the previous set, but Cloud? 
were still dominant, sweeping 3-0 and winning 


themselves the chance to punch tickets to worlds. 


WEDNESDAY: EUROPE DAY 1 


Set1: London Conspiracy vs Titan (Bo5) 
In a mirror of Tuesday, the fourth and fifth 
seeded European teams fought each other. This 


was predicted by many as probably the closest set 
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of the quarter finals. LDNC has held a middle of 
the table ranking all season while Titan has steadily 
declined since getting second place at Worlds. The 
set was a rollercoaster of emotions with teams going 
back and forth the whole series. In every game, the 
team with only one frontline tank lost the game vs 
a composition of at least one Guardian partnered 
with Bellona. In addition, LDNC spammed a Scylla/ 
Ne Zha combo while Titan favored a Mage In the 
solo lane. In the end, London Conspiracy took 
the set 3-1, knocking Titan out of the tournament 
and proving they deserve their fourth seed spot. 

Set 2: Paradigm vs Team Dignitas (Bo5) 

Paradigm squaring up against Dignitas was the 
final set of the first round. Paradigm had been a top 
team all season and ended up second overall in the 
Summer Split. On the other hand, Dignitas was still 
fighting in the last week of SPL to even attend this 
tournament. Similar to C9, the core of Paradigm 
won the SMITE Launch Tournament in 2013 and are 
hungry for another world championship victory. Seen 
by most as the most one-sided set, this matchup 
was actually the only first-round series taken all 
the way to game five. Bastet proved to be a power 
pick this set, winning all four games she was played 
in and being banned once. The set started with a 
surprise victory by Dig and ended with two back to 
back heart-wrenching throws by the lower-seeded 
squad. When all the dust cleared, Paradigm found 
themselves winning three games and thus advancing 


to face their former scrim partners, Fnatic. 


THURSDAY: NORTH AMERICA DAY 2 


Set 1: Team SoloMid vs Cognitive Gaming (Bo1) 
This set was only for prize money and pride. 
The pressure was off, so there was a fun picks and 


bans phase, with the first Ravana of professional 
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play. Team SoloMid won themselves fifth 
place for the North American region. 

Set 2: Team Envyus vs Enemy (Bo5) 

This set is the first in which the winners 
were granted a spot at the SMITE World 
Championship. Enemy, hot off their upset over 
TSM, looked to overthrow another top team 
while Envyus defended their spot as top NA 
seed. Shortly before the set started, we learned 
that Envy players Incon and KikiSoCheeky role 
swapped and had only two weeks of scrim 
practice in their new roles. The set started 
explosively, with a dvd team fight before the 
minions spawn, resulting in three kills for 
Envyus. Yet, Enemy's late game was stronger 
and they managed to pull a victory in game one. 
The teams traded wins until the set reached its 
fifth and final game. The trend continued, with y 
Enemy securing the final victory and clinching 1p / 


their seats at this season’s SMITE World 


Gk 


( 
‘ 

\ 
toppled the top seed, a story few saw coming. y 


Set 3: Team Eager vs Cloud9 G2A (Bo5) 


A battle of behemoths, home-grown brand 


| 
Championship. The underdog of the tournament ; \ 


and second seed, Eager, took on reigning world 
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champions Cloud9 for a seat at the SWC. These 


rosters have had a history of facing each other since 
2013. No matter the winner, this set would not have 
been seen as an upset because the teams are very 
close skill-wise. Like the previous set, this match- 
up was a long series of games, lasting the whole 

five before a victor was crowned. This set Is very 
reminiscent of the finals of the last SWC, between 
Cognitive Prime (current Cloud9) and Titan. C9 

won the first two games, lost the two subsequent 
games and managed to obtain a third win in the final 
game, making themselves the first squad to secure 
themselves back-to-back SWC appearances and start 


looking for their second consecutive Worlds victory. 


FRIDAY: EUROPE DAY 2 


Set 1: Titan vs Team Dignitas (Bo1) 
Team Dignitas won this set and took home 


slightly more cash and the title of fifth place 
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SSG HH ggg ggg gg Tg Rg WRT TT 


team in Europe. The game was not as crazy 
as North America’s, but it was a lot of fun. 

Set 2: Epsilon Esports vs London Conspiracy (Bo5) 

This series was the first that sent a European 
team to the SMITE World Championship. Epsilon 
Esports came into this event as the top seeded 
team. However, they had no LAN experience and 
LDNC was riding the high of having just taken down 
Titan. This did not seem to be a problem for Epsilon 
because they won the set in a clean three wins and 
out, not dropping a single game. The squad played 
in typical Epsilon style; do whatever, blowout a 
teamfight at 12-20 minutes and snowball the game 
off of it. Epsilon guaranteed themselves a spot 
at worlds in about 80 minutes total game time. 

Set 3: Fnatic vs Paradigm (Bo5) 

Similar to the previous day’s second set, this 
match-up was between very strong long-time rivals. 
These players have history facing each other since 


way back in 2012. The core of Paradigm won the 
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launch tournament while Fnatic made fourth place at 


both the Launch Tournament and the last SWC. Both 


were hungry to go to worlds, yet only one team could 
qualify directly from this set, the other having to fight 
through wildcards. Paradigm looked relatively weak 
in their set against Team Dignitas but just obliterated 
Fnatic in a 3-0 set, making themselves the fourth 


team from the Super Regionals to make it to worlds. 


SATURDAY: THIRD PLACE 
GAMES AND WILDCARD 

Four teams competing at the Super Regionals 
had already secured tickets to the SMITE World 
Championship, two from North America, two from 
Europe. This day, the losers from the semifinals 
were given another chance at qualifying to worlds. 
The final set of the day was between the third place 
teams of both North America and Europe. One 
region will have a third team join their compatriots 
at the SWC for a total of five teams from this event. 

Set1: Team Envyus vs Team Eager (Bo3) 

This set determined the third and fourth place 
standings in North America. Former scrim partners, 
Teams Envyus and Eager ended the Fall split as 
the first and second seeds, respectively. This set 


was not just for prize money, but the winner also 
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advanced to the Wildcard match, a series that sends 
the victor to worlds. Envyus came out of the gates 
swinging, taking the first game swiftly off of a first 
blood-double kill in the duo lane. Eager, however, 
adapted to the situation and won the next two games, 
putting themselves into the wildcard match and 
ending the series with a quick 20 kills to 2 stomp. 

Set2: London Conspiracy vs Fnatic (Bo3) 

This matchup crowned the bronze European 
team. That team then went on to fight Eager for 
a spot at the SMITE World Championship. Both 
London Conspiracy and Fnatic fell 0-3 in their 
respective semifinal appearances and felt like they 
had something to prove. This series was the only 
one in the Super Regionals event to have a game 
where Sol did not show up in the draft phase while 
the team with Hun Batz and Rama won all games. In 
a matchup between a team few had faith in versus 
a team many thought would win the last worlds, 
Fnatic took the victory 2-1, losing only the middle 
game of the set and hunting for the last Worlds spot. 

Set3: Team Eager vs Fnatic (Bo3) 

This set was the last worlds-determining series. 
The second seeded team from each region going 
into the tournament fought to become the fifth and 
final team from Super Regionals to go to the SWC. 
Both teams were seen as favorites to attend worlds, 
but only one could make it. This set showcased 
the differences between the North American and 
European metas. The NA players tend to play 
more aggressively and explode on minor mistakes 
while the EU meta favors a more passive play style 
where people farm for the late game. Eager drafted 
strong early game compositions and tried to set 
back Maniakk’s Sobek. Fnatic countered by playing 
passive to the point that Realzx had 12 player damage 
once in the mid game and just waited until Eager 


fell off. Fnatic took the series 2-0, securing their 
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tickets to the SWC and keeping the squad's streak of 


making every available tournament since Launch. 


SUNDAY: REGIONAL FINALS 


Set1: Epsilon Esports vs Paradigm (Bo5) 

While both Epsilon and Paradigm had already 
qualified for the SWC, this game Is important 
because the winner Is granted a bye at the January 
tournament. This bye allows them to avoid the first 
round of the games. Both of these teams dominated 
in their Semifinals appearances, cleaning winning the 
set 3-0. Epsilon was seen as the emperors of Europe, 
reigning over the region; Paradigm showed that gods 
can bleed, beating out Epsilon in a close 3-2 set. This 
tournament, Paradigm went from almost getting 
eliminated in the quarterfinals to securing the first 
seed in their region. Epsilon, however, are still going 
to Worlds and are still likely to do extremely well. 

Set2: Cloud9 G2A vs Enemy (Bo5) 

Like the European set, the fight between Cloud? 
and Enemy gives a first-seeded spot at the SWC 


and the bye out of the first round that it comes with. 


The Official SMITE Magazine Issue #20 


Enemy has been a giant-killer this whole week, 


upsetting TSM and Envyus to make it to worlds. Their 


streak ended in the regional finals. Cloud? swept 
them 3-0, looking extremely dominant. Enemy is still 
going to worlds though, so they are not disappointed 
in their performance. Cloud9 Is a bloodthirsty group, 
operating as a machine. They are looking for their 
second consecutive SWC victory and don’t seem 


to be stopping until they hold up Thor’s hammer. 


To summarize the Super Regionals results, 
Enemy, Cloud? G2A, Epsilon Esports, Paradigm, 
and Fnatic are the teams that qualified to the SMITE 
World Championship. The characters that stood 
out in the tournament were: Bellona, Hel, Khepri, 
Sol, Xing Tian, Zeus, and Zhong Kui. Will these gods 
remain at the top of the field for months and how 
will these teams fair against the other regions of 
Latin America, Brazil, China, and Australia? Tune in 
to the SWC In January to find out and to see which 
team becomes the SMITE World Champions. = 


By Zachary McFarland 
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DEAR SANTA (GODS’ 
~ SANTA LETTERS) 
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By Timothy Tian ~~~ 
Tis the season to be jolly! Hi everyone, it's Santa here! The role of Santa is no easy task. | have to keep up 
with the whispers of wishes of kids all over the world. Recently, my task has been made even harder with 


the addition of wishes from the SMITE gods. Here's some of the noteworthy letters I've found! 


ENDS MEET. IN MY BUSINESS, HONESTY IS DEFINITELY MY 

THIS YEAR, IT 1S NO DIFFERENT PLEASE BRING ME MORE 

COAL! I'M REALLY HOPING THAT YOU GRANT MY WISH THIS 

YEAR. NO MATTER HOW GOOD 1 AM, THE OTHER GODS LIKE 

ARES AND LOKI ALWAYS END UP HAVING MORE THAN 1 
a es 


LOVE, 


VULCAN 


thls WLS 


ng day. 


Thank you 


| 
N 
N 
| 
| 
N 
| 
N 
N 
N 
N 
| 
N 
N 
N 
N 
N 
N 
N 
N 
N 
| 
N 
| 
N 
N 
N 
| 
| 


The Official SMITE Magazine Issue #20 The GameOn Magazine 


Mi 


The Official SMITE Magazine Issue #20 The GameOn Magazine @@ 


> The Official SMITE Magazine Issue #20 The GameOn Magazine 


DEAR SANTA, 


PAGNAROK IS APPROACHING. | WILL NOT ASK FOR A PRESENT THIS 
EAR. YOU Never GRANT THEW) ANYWAY. INSTEAD, | DEMAND THAT 
OU SeT UP_ A WETTING BETWEEN Wie AND MY GOOD, OLD FRIEND, 
RB. ITS BEEN SO LONG SINCE | LAST MieT HIV. THeRe Are ONLY TWO 
ISHES ON MY MIND. THe FIRST IS TO REMIND HIV) OF HIS PAST. THe 
©) SECOND |S TO WAKE HIV) LOOK A LITILe MORe SYMMETRICAL. 


DEAR SANTA, 


THANK YOU FOR THE PRESENT! 


LOVE, 
JANUS 
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Ugh, I hate 
lan 
Chiron. 
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im COFFEE BREAK 


Miitllitl AULA 
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Newest God Released: 


Chiron - The Great Teacher 
See You Next Issue! 
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